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Gil sila erin lO govaded vin... 

Welcome to another issue of Hall of Fire. We 
have the continuation of our The Unofficial 
Guide to the Elder Days. In this edition, there 
is an update to all of the Orders as they would 
have been in the First Age of Middle-earth. We 
also have an update to flush out new weapons 
that could be found in armories found 
throughout Middle-earth. Lastly, we have some 
secrets revealed about the Argonath. 

In other news, we are hoping to have a little 
project for us that we could use the help of our 
loyal readers. As soon as we have all of the 
information on it put together, we will post in 
in all of the usual spots. 
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The Unofficial Guide to the 
Ei per Days 

Mighty Heroes Of Yore 

by Afrodyte 

This chapter gives information about orders of the First Age. Here you will find new order 
abilities and new uses for current order abilities, expanded order edges, and abilities that 
enhance the special qualities of different races. Presented here is also a new order - the 
woodsman - for heroes with a more outdoorsy flavor. 

Basic Orders 

Here you will find revised skills, edges, abilities and order packages for the based orders 
presented in the core rulebook. 


Magic in the Elder Days was more potent than in later ages, and the magic system has been 
revised to reflect that. As a result, the magician is now an elite order. Details about the 
requisites, skills, and abilities of magicians are detailed in the section about elite orders. 


New Order: Woodsman 

Woodsmen are trained in the arts of tracking 
hunting, scouting, and surviving in the wild. 
With their knowledge of the land and its 
creatures, they make excellent guides for 
traveling allies and dangerous foes to servants 
of the Shadow. Edain and Nandor often favor 
the woodsman order. But Sindar patrolling 
the marches of Doriath and Noldor in other 
Elven realms often have ranks in this order as 
well. 

Adventures 

Woodsmen rarely have to go looking for 
adventure. Their lives in the wilderness often 
brings them face-to-face with dangers of all 
kinds. But they most often go on quests to 
protect their lands and people, using their 
stealth, wilderness lore, and skill at arms to 
stalk and slay threats to their homes and their 
loved ones. 


who prefer plucking off enemies from afar 
often venture into the archer elite order, 
while those who prefer getting close to their 
enemies pick up some advancements in the 
warrior order. 

Game Information 
Attributes 

Nimbleness and Perception are often favored 
attributes for woodsmen, who need to be 
agile and observant to survive in the wild. A 
high Vitality gives them the hardiness to 
endure heat, cold, hunger, and pain. Strength 
is also important, giving them the sheer 
might to face threats head-on or the athletic 
prowess to quickly get away. 

Skills 

Acrobatics, Armed Combat, Ahletics, Craft, 
Healing, Mimicry, Observe, Ranged Combat, 
Ride, Stealth, Survival, Track 


Advancing 

Most woodsmen remain in that order 
throughout their lives. However, woodsmen 
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Edges 

Athletic, Beast-skill, Dodge, Doughty, 
Furtive, Hardy, Keen-eared, Keen-eyed, 

























Keen-nosed, Night-eyed, Stalwart, Tireless, 
Travel-sense, Wary, Woodcrafty 

Abilities 

Bowyer 

This works just like the archer elite order 
ability (CRB, page 105). 

Brew Poison 

This works like the barbarian's order ability 
(CRB, page 81). Further poison rules are 
found in the core rulebook (CRB, page 246). 
However, when rolling for poison damage, 
the result indicates how much an attribute 
(Strength, Nimbleness, or Vitality) is 
reduced. Strength or Nimbleness reduced to 
0 means paralysis. Vitality 0 means death. 
Bearing, Perception, or Wits 0 is catatonic. 
Requisites: Healing 7+ or Survival 7 + 

Camouflage 

You know how to use clothes, dyes, and 
natural elements to conceal yourself more 
effectively in the wilderness. With a 
successful TN 10 Guise test, you gain a +1 
bonus to Stealth tests for hiding in the wild. 
Add another +1 for each degree of success on 
the Guise test. 

Improvement: You may use this ability to 
conceal other characters and objects (TN 

15). 

Fleet-footed 

You get a +2 bonus to Athletics (Run) tests, 
and you reduce physical penalties imposed on 
your movement by 2. 

Lurking in Shadows 

This is exactly the same as the core rulebook 
rogue order ability (CRB, page 101). 

Walk without Trace 

This ability works just like the core rulebook 
barbarian order ability (CRB, page 82). 
Requisite: Survival 9+ or Track 7 + 


Watchful companion 

This is the same as the spy elite order ability 
in the core rulebook (CRB, page 110). 

Wilderness Lore 

You are very knowledgeable about living in 
one kind of terrain. Choose a type of 
environment such as forest, mountains, or 
northern wastes. You gain a +2 bonus to 
Observe, Stealth, Survival, Track, and 
Weather-sense tests made in this 
environment. This replaces the core rulebook 
ranger's Wilderness Lore ability. 

Requisite: Survival 7 + 

CRAFTSMAN 

Skills 

Appraise, Craft, Debate, Inquire, Language, 
Legerdemain, Lore, Observe, Persuade, 
Smithcraft, Stonecraft 

Edges 

Ambidextrous, Athletic, Craftmaster, 
Doughty, Friends, Hardy, Hoard, Honey - 
tongued, Stalwart, Tireless, Wakefulness, 

Wise 

Abilities 

New Ability: Item of Power 

Through unrivaled talent and diligence, you 
are able to infuse an object with a part of 
your spirit, granting it great power and, in 
some cases, a measure of sentience. By 
spending a permanent Courage point, then 
achieving a legendary success on a TN 30 
Craft test, you can create an object with one 
major ability (such as dominating the wills of 
others, healing any illnesses or injury, or 
unlocking the riches of the earth) and several 
minor abilities. The Narrator has final say on 
exactly what the item can do. 

Creating an item of power is not without risk. 
If this object is lost, stolen, or taken by force, 
you must succeed on a TN 25 Willpower test 
or be broken in mind and spirit. If your 
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creation is destroyed, you receive a -10 
penalty to this test. When confronted with 
possible Corruption related to recovering the 
item, you suffer a -5 penalty to resist. 
Requisites: Enchantment, Masterwork, 
Preservation, appropriate Craft skill 15 + 

Loremaster 

Skills 

Appraise, Craft, Debate, Games, Healing, 
Inquire, Insight, Language, Lore, Observe , 
Persuade 

Edges 

Curious, Eloquent, Gift of Tongues, Healing 
Hands, Hoard, Honey-tongued, Wise 

Abilities 

New Ability: Cultured 

You have spent a lot of time around another 
culture, so you can move through their social 
circles with ease. Choose a non-native 
culture. With this group, you get a +2 boost 
to Debate, Inquire, Insight, and Persuade 
tests used with or against them. 

Requisite: appropriate Language and Lore 4+ 
Improvement: The bonus increases to +5, 

Revised Ability: Spellcasting 

This order ability is no longer available for 
loremasters. Lor spellcasting, you need the 
magician elite order. 

Revised Ability: Vala Virtue 

Manwe: +2 to Intimidate (Majesty or 
Power), Observe (Spot), and Ranged 
Combat; Bows tests 

Varda: +2 to Inspire, Intimidate (Majesty or 
Power), and Observe (Hear) tests 
Ulmo: +2 to Athletics (Swim), Perform 
(Sing), and Sea-craft tests 
Aule: +2 to Craft, Smithcraft, and Stonecraft 
tests 

Yavanna: +2 to Athletics, Observe, and all 
tests involving knowledge of or care for 
living things 


Mandos: +2 to Insight and Intimidate 
(Power) tests 

Lorien: +2 to Insight and Observe (Sense 
Power) tests 

Vaire: +2 to Craft: Weaving and Lore: 
History tests 

Nienna: +2 to Healing and Inspire tests 
Este: +2 to Healing and Insight tests 
Orome: +2 to Ride, Survival, and Track tests 
Tulkas: +2 to Athletics, Intimidate (Power) 
and Unarmed Combat tests 
Nessa: +2 to Acrobatics, Athletics (Run), 
and Perform (Dance) tests 
Vana: +2 to Mimicry (Birds), Observe 

(Hear), and tests involving knowledge of 
or care for flowers, birds, and trees 
Requisite: Lore: Valar 4+ and/or Language: 
Valarin 2+ 

Mariner 

Skills 

Acrobatics, Armed Combat, Athletics, Craft, 
Games, Inquire, Language, Observe, Ranged 
Combat, Sea-craft, Survival, Unarmed 
Combat 

Edges 

Ambidextrous, Athletic, Dodge, Doughty, 
Lriends, Gift of Tongues, Hardy, Keen-eyed, 
Night-eyed, Stalwart, Travel-sense, Tricksy 

Abilities 

New Ability: Sea Lore 

During your travels, you've heard many 
stories and legends about the sea and the 
strange events and creatures that are part of 
it. This sometimes comes in handy when 
you're up against things landsmen are 
completely unfamiliar with. You gain a +2 
bonus to all Insight, Lore, and Wisdom tests 
related to knowledge of the sea . 
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New Ability: Vala Virtue (Ulmo) 

This works just like the core rulebook 
loremaster order ability. In addition, you gain 
a +2 bonus to Athletics (Swim), Perform 
(Sing), and Sea-craft tests. 

Requisite: Lore: Valar 4+ or any other 
mariner order ability. 

New Ability: Water Mastery 

You get a +2 bonus to all Athletics (Swim), 
Sea-craft, and Survival: Oceans (or Rivers) 
tests. Furthermore, when you spend Courage 
on tests for these skills, you get a +5 bonus 
instead of the usual +3. 

Revised Ability: Sailor’s Eye 

Besides the benefits you get from the core 
rulebook (CRB, page 93), you get a +2 bonus 
to all Survival (Sense Weather) and Observe 
(Spot) tests. 

Revised Ability: Sea Legs 

In addition to the benefits descrbed in the 
core rulebook (CRB, page 93), you gain a +2 
bonus to Acrobatics (Balance) and Athletics 
(Climb) tests. 

Minstrel 

Skills 

Acrobatics, Athletics, Craft, Debate, Inquire, 
Inspire, Language, Legerdemain, Lore, 
Mimicry, Observe, Perform, Persuade, Stealth 

Edges 

Ally, Curious, Eloquent, Friends, Honey- 
tongued, Keen-eared, Natural Talent, Travel- 
sense 

Abilities 

New Ability: Courtier 

This works just like the CRB noble order 
ability (CRB, page 98). 

New Ability: Cultured 

You have spent a lot of time around another 
culture, so you can move through their social 


circles with ease. Choose a non-native 
culture. With this group, you get a +2 boost 
to Debate, Inquire, Insight, and Persuade 
tests used with or against them. 

Requisite: appropriate Language and Lore 4+ 

New Ability: Virtuoso 

Choose one Perform skill group. You receive 
a +3 bonus to all Perform tests made with 
instruments in that group. 

Improvement: Each time you purchase this 
ability, it applies to a new Perform skill group. 

New Ability: Minstrel’s Insight 

You know how to gauge your audience with 
ease, allowing you to adjust your performance 
and mannerisms to better please them. 

When you make a successful Inquire 
(Converse), Insight (Feelings), or social- 
based Wisdom test, you add a +1 bonus to 
your next Perform or Persuade (Charm) test 
for each degree of success. 

Revised Ability: Natural Talent 

This is now an Edge instead of an order 
ability. 

Noble 

Skills 

Armed Combat, Debate, Inquire, Insight, 
Inspire, Intimidate, Language, Lore, Observe, 
Persuade, Ranged Combat, Ride, Warcraft 

Edges 

Ally, Command, Eloquent, Hoard, Honey- 
tongued, Rank, Resolute, Stern 

Abilities 

New Ability: Cultured 

You have spent a lot of time around another 
culture, so you can move through their social 
circles with ease. Choose a non-native 
culture. With this group, you get a +2 boost 
to Debate, Inquire, Insight, and Persuade 
tests used with or against them. 

Requisite: appropriate Language and Lore 4+ 
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Revised Ability: Deference 

For each level of the Rank Edge you have, 
you may add +1 to all social skill tests. 

When making social skill tests with or 
against your own people, add +2 to the test 
result. 

Requisite: Bearing 8+, Rank Edge 

Revised Ability: Noble Mien 

You may add your Willpower to Inspire and 
Intimidate tests. When using these skills with 
or against your people, you gain a +2 bonus as 
well. 

Requisite: Willpower +2 or higher. 

Rogue 

Skills 

Acrobatics, Appraise, Armed Combat, 
Athletics, Craft, Games, Guise, Inquire, 
Legerdemain, Mimicry, Observe, Persuade, 
Ranged Combat, Stealth, Survival 

Edges 

Curious, Dodge, Friends, Furtive, Honey- 
tongued, Night-eyed, Tricksy, Wary 

Abilities 

Revised Ability: Fleet-footed 

You get a +2 bonus to Athletics (Run) tests, 
and you reduce physical penalties imposed on 
your movement by 2, 

Revised Ability: Treacherous Blow 

This gives the same benefit as the core 
rulebook rogue order ability (CRB, page 
101 ), 

Requisites: Armed Combat 7+ or Stealth 7 + 

Cross-order skill 

Select one cross-order skill. This is now an 
order skill for you. 

Warrior 

Skills 

Armed Combat, Athletics, Inspire, 
Intimidate, Observe, Ranged Combat, Ride, 


Siegecraft, Survival, Unarmed Combat, 
Warcraft 

Edges 

Accurate, Athletic, Dodge, Doughty, Fell¬ 
handed, Hammerhand, Hardy, Lion-hearted, 
Quick-draw, Stalwart, Tireless, Two-handed 
Fighting, Valiant, Warrior-born, Warrior's 
Heart, Wary, Weapon Master 

Abilities 

New Ability: Champion 

This works exactly like the barbarian order 
ability in the core rulebook (CRB, page 81), 

Revised Ability: Battle-hardened 

In the chaos of battle, you find it easier to 
keep your wits about you. This helps you 
make the most strategic choices even during 
the throes of combat. You gain an extra 
action slot each round that must be used for a 
Warcraft test. 

Requisite: One other warrior order ability, 
Warcraft 7 + , Wisdom +3 or higher 

Revised Ability: Preferred Weapon 

Select a specialty for one of your combat 
skills, such as Armed Combat: Blades 
(Longsword). You gain a +3 bonus to all 
combat tests when wielding this weapon. 
Improvement: The bonus for wielding your 
chosen weapon creases to +5 or you can 
apply the +3 bonus to all weapons in your 
chosen combat skill. 

Revised Ability: Warwise 

This replaces the core rulebooks' Warwise 
Edge, which no longer exists (CRB, page 

152). 

Requisites: 9+ ranks in three of the 
following: Armed Combat, Ranged Combat, 
Siegecraft, Unarmed Combat, Warcraft 
Improvement: Each time you take this 
ability, you gain a +1 bonus to all combat 
skill tests (maximum +3). 
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Elite Orders 

Becoming a member of an elite order works like it does in the core rulebook, but it requires 10 
total advancements, 6 of which must come from a single basic order. 


New Elite Order: Magician 

Requisites 

Bearing 10+, Wits 10+, Language: Quenya 
6+ or Language: Sindarin 8+ or Language: 
Valarin 4+, Lore: Valar 6+, 

Skills 

Appraise, Craft, Healing, Insight, Inspire, 
Intimidate, Language, Lore, Observe, 
Perform, Persuade 

Abilities 

Cross-order Skill 

Select one non-order skill. It is now an order 
skill for you. 

Dwimmer-crafty 

You have practiced casting a particular spell 
extensively. As a result, you are much better 
at casting it than other spells. Select one 
spell from the core rulebook or choose a spell 
you frequently cast. You gain a +4 bonus 
when casting this spell, including Stamina 
tests to resist weariness. 

Requisite: Spellcasting 
Improvement: Each time you select this 
ability, it applies to a new spell. 

Imposing 

When you spend a Courage point on Inspire 
or Intimidate tests, you get a +5 bonus 
instead of the usual +3. 

Master of Magic 

Whenever you spend Courage on a magic- 
related test, you get a +5 bonus instead of the 
usual +3. 

Requisite: Spellcasting 

Sanctum 

This ability works just like the core rulebook 
magician order ability (CRB, page 90). 


Requisite: Spellcasting 

Sanctum Power 

This works just like the core rulebook 
magician order ability (CRB, page 90). 
Requisite: Spellcasting, Sanctum 

Sense Power 

You may use the Sense Power spell (CRB, 
page 186) as if you had made it a special 
ability. 

Spellcasting 

Choose one dominion. You can cast spells 
that use the powers associated with that 
dominion. 

Air: wind, weather, birds, clarity, majesty, 
might 

Light: radiance, illumination, goodness, 
beauty, wholeness, knowledge 
Water: water, weather, water-dwelling 
creatures, movement 
Earth: soil, stone, metal, gems, resistance 
Fire: heat, light, smoke 
Plants: trees, flowers, herbs, roots, weeds, 
grass 

Animals: birds, beasts 
Fate: destiny, past, future 
Dreams: sleep, dreams, visions, insight 
Darkness: darkness, shadows, unlight, fear, 
ignorance, death, destruction, corruption 

You will find more information about 
dominions and the powers that wield them in 
the next chapter. 

Improvement: Each time you choose this 
power, you gain another dominion or a +2 
bonus to a dominion you already have 
(maximum +10). 
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Spellcasting Method 

You are able to use your language, craft, or 
performance skills to enhance your magic. 
When you use these skills as part of your 
spellcasting, you can make the appropriate 
Craft, Language, or Perform test (TN 20). If 
successful, you gain a bonus to your 
spellcasting test result. A marginal success 
grants a +1 bonus. Complete successes give a 
+2 bonus. A superior success allows a +3 
bonus. Extraordinary successes garner a +5 
bonus. A legendary success confers a +10 
bonus. 

Requisite: Spellcasting, Craft, Language, or 
Perform 8+ 

Spell Specialty 

Choose a specialty for one of your dominions, 
such as Hope for the Secret Fire dominion. 
When casting a spell of that type or used in 
that manner, you gain a +2 bonus to all tests 
needed to cast the spell, including attack rolls 
to hit targets and Stamina tests to resist 
Weariness. 

Requisite: Spellcasting 

Wizard’s Heart 

You gain a +2 bonus on Stamina tests to 
resist Weariness caused by spellcasting or 
using magic powers. 

Requisite: Spellcasting 

Archer 

Requisites 

Nimbleness 10+, Observe 7+, Ranged 
Combat 8+ 

Skills 

Armed Combat, Athletics, Intimidate, 
Observe, Ranged Combat, Stealth 

Abilities 

Revised Ability: Deadly Shot 

You always strike your target with deadly 
accuracy. Select one ranged weapon. On a 


successful Ranged Combat test, you do an 
additional Wound Level of damage . 
Requisites: Ranged Combat 10+, Mighty 
Shot 

Improvement: Each time you take this 
ability, it applies to new weapon. 

Captain 

Requisites 

Bearing 8+, Armed Combat 7 + , Inspire 7 + , 
Intimidate 7 + , Warcraft 7 + 

Skills 

Armed Combat, Athletics, Inspire, 
Intimidate, Ranged Combat. Ride, Warcraft 

Abilities 

Revised Ability: Air of Command 

You exude decisiveness and an aura of 
authority. Whenever you make a Willpower, 
Inspire, or Intimidate test, roll 3d6 and keep 
the highest 2 for your result. The standard 
rule for rolling boxcars applies. 

Requisite: Inspire 7 + , Intimidate 7 + 

Revised Ability: Fires of Devotion 

You inspire loyalty and devotion in your 
followers. When you lead a unit in combat, as 
long as you remain standing, you get a +2 
bonus to Inspire tests to keep the unit 
together, help your followers resist fear, and 
so on. 

Requisite: Inspire 8+, Air of Command 

Revised Ability: Hero’s Strength 

When you command a unit, your strength 
gives your followers greater power and 
courage. You may add your Strength modifier 
to Inspire tests you make during battle. 
Requisite: Strength 10+, Armed Combat 
10+, Inspire 8+, Intimidate 8+ 

Revised Ability: Leadership 

When you lead a unit in combat, as a full- 
round action you may make a TN 15 Inspire 
test. For each degree of success, everyone in 
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your unit who can hear and see you gets a +1 
bonus to their next combat test. 

Requisite: Inspire 8+, Air of Command 

Revised Ability: Tactics 

Your skill with strategy and tactics gives your 
unit an edge in combat. After briefly 
observing the scene of battle, you can help 
bolster your unit's offensive or defensive 
ability. As a fulbround action, you may make 
a TN 15 Warcraft test. For each degree of 
success, your unit - yourself included - gets a 
+1 bonus to Defense or their next combat 
test. Your unit must be able to see and hear 
you to gain the benefit of this ability. 
Requisite: Warcraft 8+ 

Knight 

Requisites 

Bearing 8+, Nimbleness 7 + , Armed Combat 
7+, Ride 8+ 

Skills 

Acrobatics, Armed Combat, Inspire, 
Intimidate, Ranged Combat, Ride, Warcraft 

Abilities 

Revised Ability: Horse Archer 

This grants the same benefits as the core 
rulebook knight's order ability. 


Requisite: Nimbleness 8+, Ranged Combat 

7+, Ride 8+ 

Revised Ability: Horsemaster 

You gain a +3 bonus to all tests involving 
knowledge of, care for, or handling of horses 
and other beasts of burden. Furthermore, you 
can use social skills with these animals as if 
they were people. 

Requisite: Bearing 8+, Ride 8+ 

Revised Ability: Mounted Combat 

This gives you the same benefits as the core 
rulebook knight's order ability. 

Requisite: Nimbleness 9+, Armed Combat 
7+, Ride 8+ 

Revised Ability: Shield Wall 

This works just like the core rulebook ability 
for the knight order. 

Requisites: Armed Combat 8+ 

Ranger 

Most of the ranger's order abilities, skills, and 
edges fall under the woodsman order. 

SPY 

This elite order is not available for heroes of 
the First Age. But those who secretly follow 
Morgoth frequently have advancements in 
the spy elite order. 


Racial Abilities 

The peoples of the First Age had vastly more innate ability than their counterparts in later eras. 
The racial abilities presented below represent individuals whose talent reaches the pinnacle of 
achievement for their race. Players may select racial abilities in lieu of order abilities by 
choosing them at character creation or paying for them with advancement picks. 


General Racial Abilities 
Enhanced Attribute 

You have greater inborn ability than others of 
your kind. Select one of your favored 
attributes. The maximum value for this 
attribute is now 15 plus racial modifier. 
Improvement: The maximum value for this 
attribute is 20 plus racial modifier. You need 


your Narrator's permission to select this level 
of this ability. 

Epic Skill 

Your ability with a skill exceeds mortal 
capacity. Choose an order skill. The 
maximum ranks for this skill is 15 instead of 
12 . 
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Requisite: Noldor, Sindar, or Dwarves (only 
for Craft, Smithcraft, or Stonecraft) 
Improvement: The maximum ranks for this 
skill increases to 20. You need your Narrator's 
permission to select this level of this ability, 

ELVES 

Fleet-footed 

You get a +2 bonus to Athletics (Run) tests, 
and you reduce physical penalties imposed on 
your movement by 2, 

Requisite: Elves 

Vala Virtue (Varda) 

This works like the core rulebook loremaster 
ability. Instead of the bonus for Elbereth, you 
get a +2 bonus to Inspire, Intimidate 
(Majesty or Power) and Observe (Hear) tests. 

Requisite: Elves 

Walk Without Trace 

This ability works just like the core rulebook 
barbarian order ability (CRB, page 82). 

Requisite: Elves 

Vala Virtue ( Aule) 

This works like the core rulebook loremaster 
ability. In addition, you gain a +2 bonus to 
Craft, Smithcraft, and Stonecraft tests. 

Requisite: Noldor 

Vala Virtue (Manwe) 

This works like the core rulebook loremaster 
ability. In addition, you gain a +2 bonus to 
Intimidate (Majesty or Power), Observe 
(Spot), and Ranged Combat (Bows) tests. 

Requisite: Noldor 

Vala Virtue (Ulmo) 

This works just like the core rulebook 
loremaster order ability. In addition, you gain 
a +2 bonus to Athletics (Swim), Perform 
(Sing), and Sea-craft tests. 

Requisite: Sindar 


Lurking in Shadows 

This works like the core rulebook rogue 
ability (CRB, page 101). 

Requisite: Sindar or Nandor 

Wilderness Lore 

You are very knowledgeable about living in 
one kind of terrain. Choose a type of 
environment such as forest, mountains, or 
northern wastes. You gain a +2 bonus to 
Observe, Stealth, Survival, Track, and 
Weather-sense tests made in this 
environment. This replaces the core rulebook 
ranger's Wilderness Lore ability. 

Requisite: Nandor 

MEN 

Cross-order Skill 

Choose one cross-order skill. It is now an 
order skill for you. 

Requisite: Men 

Bold 

Men - and you especially - are defined by 
their undaunted determination. Whenever 
you spend a Courage point on a physical test, 
you gain an additional +2 bonus. 

Requisite: Men 

DWARVES 

Fierce 

Dwarves passionately defend what is 
important to them. Whenever your home, 
treasures, or loved ones are at stake, you gain 
a +3 bonus to tests to defend them. 

Requisite: Dwarves 

Mighty Charge 

Dwarves are "very dangerous over short 
distances." You gain a +3 bonus to Armed 
Combat tests when charging. A successful 
charge attack does and additional Wound 
Level of damage. All other effects of the 
charge remain the same. 

Requisite: Dwarves 
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Resistance (Fire) 

You are even more enduring against heat and 
flame than other Dwarves, When you sustain 
damage from fire, make a TN 10 Stamina 
test. Reduce damage by one Wound Level for 
each degree of success. 

Requisite: Dwarves 

Resistance (Poison) 

Poison doesn't harm you as much as it does 
others When you sustain damage from 
poison, make a TN 10 Stamina test. Reduce 


damage by one Wound Level for each degree 
of success. 

Requisite: Dwarves 

Vala Virtue ( Aule) 

This works like the core rulebook loremaster 
ability. In addition, you gain a +2 bonus to 
Craft, Smithcraft, and Stonecraft tests. 
Requisite: Dwarves 
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Trusted Locales 

T he Argonath 

by Micah A. Walles ( razor7 7@gmail.com ) 

Towering over the the river Anduin, just north of Nen Hithoel stand two immense statutes of kings Isildur and 
Anarion. These mighty figures were erected to show the bounds of Gondor in days of old, as well as to give any 
would-be attackers a moment of pause as they passed by. While both of 
these purposes were known to all that saw them, another purpose 
that was hidden within the mighty kings that few ever knew and 
by the time of the War of the Ring, undoubtedly all had 
forgotten. 

History 

In the year TA 1240 Romendacil II commissioned the 
construction of the Argonath. Few wondered at this, 
for Romendacil had been responsible for taming the 
wild that lay north of Gondor. While Romendacil 
did intend the Argonath to be an obvious show of 
power, he also wished to use it as more active 
defensive position. He posted a small number of 
men at the Argonath, no more then ten at any 
given time, to stand guard and send word if any 
attack came form the north. 

Over time successive kings and generals dismissed its 
importance to the defense of Gondor until, finally, 
when the Wainriders attacked any importance that it 
once had as more then a boundary marker was 
completely forgoten. 

Secrets of the Argonath 

To help in the defense of Gondor, a stair case was carved 
through the heart of each statue. This would take a watchmen 
from the foot of the massive monument to the crown upon the head 
of each of the kings. From there the watchmen would have an excellent 

view of the northern, eastern and western approaches to the Argonath. The entrances to these stairs were 
concealed to prevent any forward scouts of an approaching army from discovering them, and preventing the 
guards from warning Gondor. 

Along with the stairs that led to the lookout, there were also two other hidden doors inside the base of the 
statues. One of these doors led to a passage underneath the Anduin which connected the two monuments. 

The second door lead to a tunnel that led underground about a mile before surfacing at a hidden entrance on 
the side of the river... This allowed the watchmen to go between the two statues without being seen, and also 
gave them a fighting chance to escape from an incoming army and warn Gondor. 
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In addition to the passages that allow escape, there are more rooms intended for defense. Romendacil had a 
large number of store rooms built into the base of each statue. Some store rooms could only be accessed by 
going through another store room and each one had a hidden door. His hope was that with a large cache of 
weapons and supplies already secure at the northern border, if any attack came, he would be able to mobilize 
his forces quickly by not having to stock pile any more provisions than those need for the immediate trip. In 
these room are large stores of food, primarily cram, saltpork, and dried fruits; weapons; and armor. Upon 
Romendacil reaching the Argonath, the vaults could be unsealed and all the provisions needed to wage a long 
battle would be available. 

The foodstuffs are contained in wooden barrels, sealed with wax. As long as the wax seals have prevented 
moisture form entering the barrels, there is a chance that the food is still edible. Whether the food is still 
edible is entirely in the hands of the Narrator, along with any digestive system problems that may occur from 
eating rations that did not preserve well. 

Adventure Hooks 

Both of these adventure could take place at any time after TA 2200. 

A Scholars Journey 

The heros have been engaged by a scholar that believes that there are volumes of lost lore stored beneath the 
feet of the Argonath. He is extremely excited about the prospects of the find, but also cautious. This great find 
could propel him into the limelight with the ruling Stewart of Gondor, and he wants to be the one to make the 
find. 

A Short Fall for a Long Walk 

As a group of heros crosses the land immediately to the south of the Argonoth, one of the party disappears. 
Upon investigation by their companions it is found that the roof of some tunnel or cave has collapsed just as 
the unfortunate hero passed over it. The tunnel is a total length of just about a mile with one of its ends 
coming out in the Argonath. 
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Fan Flavour 

New Weapons 

by Celegorn 


Weapon Descriptions 

Crossbow, Heavy 

The crossbow comes from the 
machinations and evil mind of 
Saruman. Though inspired by 
evil, it is a useful weapon in 
times of wan Little skill is 
involved to shoot the crossbow, 
and only a little training is 
involved. This ease of use grants 
the ability to arm many in an 
army in a short amount of time. 
The bolts of a crossbow are 
loosed with such great force that 
they cause greater damage than 
the oft-used arrow. Bolts are 
provided in quivers of 30 for 2 sp. 
The nature of reloading a 
crossbow takes a large amount of 
time, as it is requisite to crank 
back the string, and therefore 
requires a full-round action to 
load. 

Harpoon 

A harpoon is a spear-like weapon 
used often by sailors to catch 
bigger game in the sea than the 
common fish. The head of a 
harpoon is tipped in a barb to 
keep the weapon from being torn 
out of the animal. This weapon 
is also used as a weapon of war. 
When a harpoon is thrown at an 
enemy, a result of an 
Extraordinary Success will cause 
the harpoon to be lodged in the 
opponent s body causing massive 
damage. They are limited to one 
action per round, regardless of 
accumulated actions, and begin 


to bleed-out, losing a number of 
hit points per round equal to 
their Vitality modifier, minimum 
of 1. 

Falchion 

A falchion, essentially a two- 
handed scimitar, is a weapon 
carried mostly by men of the 
East. These large blades are wide 
with a wicked curve, offering a 
keener edge than its smaller 
cousin. 

Flail 

The flail consists of a ball or 
stone attached to a rod by some 
sort of rope or chain. The most 
common flails are spiked metal 
balls attached to a reinforced 
heavy wood rod. With a Superior 
Success or better on your attack 
roll, you may choose to grab your 
opponent s weapon with the flail. 
Each round thereafter, you can 
choose to hold your opponent 
defenseless, or disarm him by 
succeeding at an opposed 
Strength attribute test (you get 
+4 to your test result). While 
held, the opponent is easier to 
hit; modify attack tests made to 
hit the opponent by +5. 

Flail, Heavy 

Essentially the same in 
construction as its lighter 
brother, the heavy flail is larger, 
causing more damage at the 
sacrifice of being more unwieldy. 


This weapon will only grant a +2 
test result bonus to the opposed 
Strength test instead of the usual 
+4 due to its awkward nature. 

Glaive 

A glaive is similar in 
construction to a spear, a long 
shaft of wood fixed with a blade 
at its tip. However, a glaive is 
much longer, as is its blade. The 
glaive cannot be used on 
adjacent enemies due to its 
length; however, it does have a 
ten foot reach, making it the 
perfect weapon for keeping your 
enemies from being able to strike 
you. 

Halberd 

The halberd is an axe on a long 
haft with a spike or hook-like 
protrusion on the back. There 
are several ways in which to use 
this weapon. Normally, you 
attack with the axe, but one may 
also use the hooked portion to 
trip your opponent. When used 
in this way, the halberd adds a 
+5 equipment bonus to your 
Nimbleness roll when making 
the opposed test. 

Halberd, Easterling 

This variation on the halberd is 
slightly smaller than its Western 
cousin and comes equipped with 
a spiked butt. This end allows for 
easier dispatching of prone 
victims. If the trip action is 
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successful, you may make an 
immediate attack for free against 
your prone opponent. 

Katar 

This wide bladed dagger, found 
mainly in the East, is mounted 
on a perpendicular hilt meant to 
harness the power of 
punching. Add 
double your Strength 
modifier to your 
damage when 
attacking with this 
weapon. 


double damage against an 
opponent. It also has a ten foot 
reach. A lance can be used one- 
handed only from horseback. 

Pick, Light and Heavy 

These picks resemble those used 
by miners. Picks of this kind 


Sap 

This little weapon is made from a 
number of different materials, 
usually wrapped in leather so as 
not to permanently damage the 
target. When using a sap to stun 
an opponent, you receive a +5 
bonus to your attack. 
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Khopesh 

Another curved 
blade used most 
often by servants of 
the enemy in the 
South, the khopesh 
was specially 
designed to aid the 
user in trip attack 
actions. This weapon 
will grant a +4 
equipment bonus to 
your Nimbleness 
test. 

Kukri 

This heavy, curved 
blade is reversed 
with the edge on the 
inside of the curve. 


Lance 

A lance is a long spear-like 
weapon used mostly by mounted 
knights that cannot be thrown. 
You cannot use this weapon to 
attack adjacent enemies as the 
lance is far too long to wield 
properly. When charging on a 
horse with a lance, it will deal 


unrm —. 
A*/ 









y < 




have been specifically reinforced 
to withstand the stress of battle. 
Pitch fork: This simple farming 
tool is a shaft ending in several 
prongs used to move hay; it also 
makes a nasty weapon. 


SAPARA 
This ancient 
Southron weapon is 
similar in 
construction and 
purpose to the 
khopesh, just smaller. 
This weapon will 
grant a +2 equipment 
bonus to your 
Nimbleness test 
when making an 
attempt to trip. 

SAI 

The sai is a hand¬ 
held three-pronged 
weapon that is 
mainly used by 
Easterlings to disarm 
their opponents. 
When attempting to 
disarm, you gain a +5 
bonus to your 
opposed Strength 
test. 


Scythe 

This farm tool is one 
of those often used by those who 
have no other means of defense. 
Its construction allows for a great 
amount of leverage when 
swinging the massive curved 
blade. Those who are adept with 
this weapon can use it to aid in 
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trip attempts, gaining a +6 equipment bonus to the 
attempt. 

Sickle 

This small piece of farm equipment is also used as 
the poor mans sword. A small hooked blade 
attached to a short handle, this weapon is quick and 
agile. 

Sling 

The sling is a flexible leather cup with two lanyards 
tied to either end so as to be able to swing the 
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pebble or shot around. This action will increase the 
force of the impact of the object ejected from the 
sling. Cheap and easily made, the sling is found in 
many places across the world. 

WARHAMMER 

The warhammer is a specially reinforced tool of war. 
It is much larger than a hammer of normal size and 
so must be wielded with two hands. 


Weapon 

Armed Combat Weapons 
Damage* Parry Bonus Size 

Weight 

Price a 

Falchionf 

3 do 

+ 1 

M 

8 lbs. 

2 GP, 1 SP 

Flail, Light 

2d6+l 

4 

M 

5 lbs. 

2 SP, 1 sp 

Flail, Heavyf 

2d6+5 

-2 

M 

10 lbs. 

3 SP, 1 sp 

Glaivef 

2d6+5 

+2 

L 

10 lbs. 

3 SP 1 sp 

Halberdf 

2d6+3 

+2 

L 

12 lbs. 

2 SP 3 sp 

Halberd, Easterling! 

2d6+3/ld6 +2 

L 

10 lbs. 

2 SP 3 sp 

Katar 

ld6+2 

±0 

M 

1 lb. 

4 SP 2 sp 

Khopesh 

2d6+5 

+1 

M 

8 lbs. 

2 GP, 1 SP, 3 sp 

Kukri 

2d6+l 


S 

2 lbs. 

1 GP, 2 SP, 3 sp 

Lance 

2d6+3 

±0 

L 

12 lbs. 

2 SP, 3 sp 

Pick, Light 

2d6 

4 

S 

3 lbs. 

2 SP 

Pick, Heavy! 

3d6+3 

4 

L 

6 lbs. 

3 SP, 3 sp 

Pitch fork! 

ld6+2 

+2 

L 

5 lbs. 

1 SP 

Sap 

ld6 

±0 

S 

2 lbs. 

1 SP 

Sapara 

2d6 

+1 

M 

5 lbs. 

1 GP, 2 SP 

Sai 

2d6+l 

+4 

S 

3 lbs. 

1 GP, 2 SP, 3 sp 

Scythe! 

3d6 

±0 

L 

10 lbs. 

3 SP 

Sickle 

2d6 

±0 

M 

2 lbs. 

2 SP 

Warhammer! 

2d6+3 

4 

L 

10 lbs. 

2 SP, 3 sp 

Weapon 

Damage* 

Ranged Combat Weapons 

Range (In Yards) (Pb/S/M/L/X+S) Weight Price 

Crossbow, Heavy! 
Harpoon 

2d6+5 (bolt) 
2d6+5 

5/30/60/120/+20 

5/10/20/40/+5 


8 lbs. 2 SP 

10 lbs. 3 SP, 1 sp 

Sling 

2d6 

5/18/36/72/+5 


0 lb. 3 sp 


A : Prices are for items that are found in the West, weapons out of the East are going to cost more. 

*: Add Strength modifier to Armed Combat, Unarmed, and thrown Ranged weapon attacks, 
f: Two-handed weapon 

Damage: How much damage the weapon does when it hits. 

Parry Bonus: Add this number when the character makes attempts to parry incoming attacks. 

Size: The relative size of the weapon, used for concealment purposes. 

Weight: How heavy the weapon is, used for movement purposes. 

Range: The various ranges at which the weapon is effective: point blank, short, medium, and extended. See page 230 of the 
CRB for range modifiers. 
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Armour Descriptions 

Full Plate 

This armour is made from shaped and formed metal 
plates that fit over the majority of your body. This 
armour generally includes gauntlets, boots, a helmet, 
and full body armor. This armor is generally 
supported by padded leather or cloth and the weight 
distributed by specially placed buckles and straps. 
Each suit must be specially tailored to the user to 
reduce some of the intrinsically awkward nature of 
the armour. Chainmail is often worn under the 
armor but over the padding to offer more protection. 

Half-Plate 

Half-Plate armour differs from plate-mail in that 
half-plate generally covers a larger area of the body. 


The plates are fully integrated with the chainmail 
and include a breastplate, epaulettes, elbow guards, 
gauntlets, tasses, greaves, and pauldrons. A helmet is 
often worn with half-plate to offer a greater measure 
of protection. 

PAVIS 

A large heavy oblong shield that is used to protect 
the whole body; originally carried to form intricate 
shield-walls. Eventually, they were adapted to make 
semi-permanent portable fortifications. 


Armour & Shield 

Armour Type Weight Damage Absorbed Price 

Full Plate* 50 lbs. 10 5 GP 

Half-Platef 50 lbs. 8 4 GP 

*: Wearers suffer a A penalty on all Nimbleness-based tests, 
t: Wearers suffer a -2 penalty on all Nimbleness-based tests. 

Shield Type Weight Parry Bonus/Attack Modifier Price 

Pavis 15 lbs. +8 to parry/ -8 to ranged attacks 1 GP 

Damage Absorbed: The number of points of damage the armour absorbs from each attack. 

Parry Bonus/Attack Modifier: When the character uses a shield, add the first number to his attempts to parry an 

incoming attack. Apply the second number to ranged attacks made against the character. 


New Attack Actions 

Brace Weapon 

Those who carry a polearm may choose to brace 
their weapon against a charging enemy as a full- 
round action. By placing the butt-end of the weapon 
upon the ground and digging that end into the 
ground with the foot, the weapon becomes securely 
braced and able to cause more damage. A weapon so 
braced will cause an extra ld6 worth of damage to a 
charging target. 

Disarm 

To disarm costs 1 action and involves the character 
stepping into close range with his opponent and 


making an attempt to grab the weapon. This can be 
done in several ways: grabbing for the blade s cross¬ 
guard or hilt, seizing an axes haft, or clutching the 
shaft of a polearm. To disarm your opponent, start 
by making an 

Unarmed Attack 

If successful, proceed with an opposed Strength test. 
On a Superior Success, the attacker succeeds in 
taking his opponent s weapon into his own 
possession. He may either keep it to use or drop it as 
a free action. 


17 


Hall of Fire * The Unofficial Lord of the Rings Roleplaying Game Webzine 


Issue 73 * August 2010 


What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


THE HALL OF FIRE WEBZINE 

http://halloffire.org 

THE HALL OF FIRE WIKI 

http://wiki.halloffire.org 

DECIPHER'S LORD OF THE RINGS RPG HOME 

http://lotrrp 2 .fanhq.com 

THE MAD IRISHMAN 

http://www.mad-irishman.net 

THE LAST ALLIANCE 

http://thelastalliance.com 

RPG TOOLS FOR DECIPHER'S CODA GAMES 

http://groups.vahoo.com/group/rpgtools/ 

ENCYCLOPEDIA OF ARDA 

http://www.glvphweb.com/arda/default.htm 

FAN MODULES FOR MIDDLE-EARTH 

http://groups.vahoo.com/group/fan-modules 

THE STEWARD AND THE KING 

http://www.stewardandking.net 

THE TOWER HILLS 

httn://homeDage. mac.com/ieremvbaker/towerhills 

SCOTT'S RPG CENTRAL 

http://www.geocities.com/scott metz/ 

TREK-RPG.NET 

http://forum.trek-rpg.net/index.php 

CHRONICLES OF THE NORTH 

http://rpg.avioc.org/ 

CODA WEBZINE REPOSITORY 

httn://grouDs.vahoo.com/groun/coda webzine 

MERP.COM 

http://www.merp.com 

OTHER MINDS MAGAZINE 

http://www.othermindsmagazine.com 

THE ONE RING.COM 

http://www.theonering.com/ 

THE ONE RING.NET 

http://www.theonering.net 




Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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